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WAGERING GAME WITH VIDEO LOTTERY BONUS GAME 

FIELD OF THE INVENTION 
[0001] The present invention relates generally to gaming terminals and, more 
particularly, to a gaming terminal having a bonus game where awards are indicated by 
a real-life video of a lottery drawing. 

BACKGROUND OF THE INVENTION 
[0002] Gaming terminals, such as slot machines, video poker machines, and the like, 
have been a comerstone of the gaming industry for several years. Generally, the 
popularity of such terminals among players depends on the perceived likelihood of 
winning money at the terminal and the intrinsic entertainment value of the terminal 
relative to other available gaming options. Where the available gaming options 
include a number of competing terminals and the expectation of winning each 
terminal is roughly the same (or believed to be the same), players are most likely to be 
attracted to the more entertaining and exciting of the terminals. 

[0003] Consequently, gaming terminal operators strive to employ the most 
entertaining and exciting terminals available because such terminals attract frequent 
play and, hence, increase profitability for the operators. Thus, in the highly 
competitive gaming terminal industry, there is a continuing need to develop new types 
of games, or improvements to existing games, that will enhance the entertainment 
value and excitement associated with the games. 

[0004] One concept that has been successfully employed to enhance the entertainment 
value is that of a progressive jackpot, or "progressive." In the gaming industry, a 
progressive involves collecting data on the wagers placed, or "coin-in" data, from 
participating gaming devices (e.g., slot machines), contributing a percentage of that 
coin-in data to a jackpot amoxmt, and awarding the jackpot amount to a player upon 
the occurrence of a certain jackpot- won event. A jackpot- won event typically occurs 
when a "progressive vsdrming position" is achieved at a participating gaming device. 
If the gaming device is a slot machine, for example, a progressive winning position 
may correspond to alignment of progressive jackpot reel symbols along a certain 
payline. The initial progressive jackpot is a usually preset minimum amount, but 
progressively increases as players continue to play the gaming terminal Mnthout 
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winning the jackpot. Further, when several gaming terminals are linked together such 
that players at several gaming terminals compete for the same jackpot, the jackpot 
progressively increases at a much faster rate, which leads to further player excitement. 
In existing progressive jackpots, the progressives are often high-pay, low-frequency 
progressives, which may result in some players becoming disheartened when they do 
not win. 

[0005] Another concept that has been successfully employed is that of a "secondary" 
or "bonus" game which may be played in conjunction with a "basic" game. The 
bonus game may include any type of game, either similar to or completely different 
from the basic game, and is initiated by the occvirrence of certain pre-selected events 
or outcomes of the basic game. For excunple, the progressive described above may be 
played as a bonus game. Such a bonus game has been found to produce a significantly 
higher level of player excitement than the basic game because it provides a greater 
expectation of winning than the basic game. 

[0006] In existing gaming terminals, the winning outcome for both the bonus game 
and the basic game is usually announced by bright lights and/or flashing signage. 
Some of the more advanced gaming terminals may also use animation displayed via 
neon lights or on a simple display screen. It has been observed, however, that such 
artificial imagery has limited entertainment value beyond the first few encounters. A 
real-life video of events and people, on the other hand, provides greater player appeal 
and longer enjoyment. This is due, in part, to people's tendency to relate better on an 
emotional and psychological level to seeing real-life events and people than to 
flashing lights and animation. 

[0007] Accordingly, what is needed is a gaming terminal that is capable of providing 
increased excitement and entertainment value over existing gaming terminals. More 
specifically, what is needed is a gaming terminal that uses real-life videos of events 
and people as part of the gaming experience in order to capture and retain player 
interest. 

SUMMARY OF THE INVENTION 
[0008] The present invention is directed to a system and method of operating a 
gaming terminal. The system and method of the invention involves using a real-life 
video of a lottery drawing to conduct a wagering game on the gaming terminal. The 
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wagering game may be a basic game or it may be a bonus game that is initiated on the 
occurrence of a certain outcome in the basic game. The real-life video of the lottery 
drawing may be stored locally on the gaming terminal, or it may be stored remotely on 
a network and subsequently streamed to the gaming terminal. The use of such a real- 
life video increases the entertainment value of the gaming terminal. 
[0009] In general, in one aspect, the invention is directed to a method of conducting a 
wagering game. The method comprises allocating lottery numbers to a player of the 
wagering game and storing a plurality of real-life video clips showing different 
outcomes of a lottery drawing with number-bearing lottery balls. The method further 
comprises randomly selecting an outcome for the wagering game and playing back 
one of the plurality of real-life video clips corresponding to the randomly selected 
outcome. 

[0010] In general, in another aspect, the invention is directed to a method of 
conducting a wagering game on a gaming terminal. The method comprises the steps 
of allowing a player to manually select a plurality of lottery numbers for the wagering 
game and displaying the plurality of lottery numbers on the gaming terminal. The 
method further comprises randomly selecting an outcome for the wagering game and 
playing back a real-life video clip on the gaming terminal showing a lottery drawing 
corresponding to the randomly selected outcome. 

[0011] In general, in yet another aspect, the invention is directed to a gaming terminal 
for playing a basic wagering game and a bonus game. The gaming terminal comprises 
at least one display for displaying a randomly selected outcome for the basic wagering 
game, the randomly selected outcome being selected from a plurality of outcomes in 
response to receiving a wager input from a player, the plurality of outcomes including 
a start-bonus outcome. In response to the start-bonus outcome being the randomly 
selected outcome, the at least one display displays a lottery ticket with lottery numbers 
thereon and a real-life video of a lottery drawing in which number-bearing lottery 
balls are randomly selected and displayed. The player achieves a bonus award when 
there is a match between at least some of the lottery numbers and the selected number- 
bearing lottery balls. 

[0012] In general, in still another aspect, the invention is directed to a method of 
conducting a basic wagering game and a bonus game on a gaming terminal. The 
method comprises the steps of accepting a wager input for the basic wagering game 
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and displaying a randomly selected outcome for the basic wagering game in response 
to the wager input. The randomly selected outcome is selected from a plurality of 
outcomes that includes at least one start-bonus outcome. If the randomly selected 
outcome is the start-bonus outcome, the method further comprises playing back a real- 
life video of a lottery drawing in which number-bearing lottery balls are randomly 
selected and displayed. A determination is made as to whether the lottery numbers 
associated with the player match the selected number-bearing lottery balls, and a 
bonus is awarded in response to a match between at least some of the lottery numbers 
and the selected number-bearing lottery balls. 

[0013] In general, in yet another aspect, the invention is directed to a gaming terminal. 
The gaming terminal comprises a first display configured to display a randomly 
selected outcome from a basic wagering game, the randomly selected outcome being 
selected from a plurality of outcomes in response to receiving a wager input, the 
plurality of outcomes including at least one start-bonus outcome. The gaming 
terminal further comprises a second display, wherein if the at least one start-bonus 
outcome is the randomly selected outcome, the second display is configured to display 
a lottery ticket with lottery numbers thereon and play back a real-life video of a lottery 
drawing in which nvimber-bearing lottery balls are randomly selected. 
[0014] In general, in still another aspect, the invention is directed to a method of 
conducting a wagering game on a gaming terminal. The method comprises storing, in 
a database, a set of player-preferred selections from an array of player-selectable 
options, where the array is used for determining a randomly selected outcome to the 
wagering game. The method further comprises retrieving the set of player-preferred 
selections from the database, applying the set of player-preferred selections to the 
wagering game, and determining an outcome of the wagering game based on the 
applying step. 

[0015] The above summary of the present invention is not intended to represent each 
embodiment, or every aspect, of the present invention. The detailed description and 
figures will describe many of the embodiments and aspects of the present invention. 
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BRIEF DESCRIPTION OF THE DRAWINGS 
[0016] The foregoing and other advantages of the invention will become apparent 
upon reading the following detailed description and upon reference to the drawings, 
wherein: 

[0017] FIG. 1 illustrates a perspective view of a gaming terminal according to one 
embodiment of the present invention; 

[0018] FIG. 2 illustrates a block diagram of the gaming terminal of FIG. 1; 

[0019] FIG. 3 illustrates a main display of the gaming terminal of FIG. 1; 

[0020] FIG. 4A illustrates a bonus game being triggered on the main display and 

FIG. 4B illustrates a secondary display initiating the bonus game; 

[0021] FIG. 5 illustrates a wagering game being conducted on the secondary display; 

[0022] FIG. 6 illustrates the conclusion of the wagering game being conducted on the 

secondary display; and 

[0023] FIG. 7 illustrates a block diagram of a gaming terminal according to another 
embodiment of the invention. 

[0024] While the invention is susceptible to various modifications and alternative 
forms, specific embodiments have been shown by way of example in the drawings and 
will be described in detail herein. It should be understood, however, that the 
invention is not intended to be limited to the particular forms disclosed. Rather, the 
invention is to cover all modifications, equivalents, and altematives falling within the 
spirit and scope of the invention as defined by the appended claims. 

DESCRIPTION OF ILLUSTRATIVE EMBODIMENTS 
[0025] As alluded to above, embodiments of the invention provide a system and 
method of conducting a wagering game using real-life video clips. The system and 
method of the invention plays back real-life video clips of events and people in a 
gaming terminal instead of, or in addition to, flashing lights and animation. As used 
herein, the term "real-life" video refers to video clips that are not animated or 
computer-generated. The real-life video clips may be used either as part of a basic 
game or a bonus game, although the invention is described primarily with respect to a 
bonus game for economy of the description. 

[0026] One game that everyone can relate to is the lottery. People firom all ages and 
walks of life dream of winning the lottery some day and never having to work again. 
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They ponder the numerous things that they would do if they won the lottery, from 
buying a new house, to early retirement, to taking a long vacation. Different people 
have different approaches to picking lottery numbers. Some people use only certain 
"lucky" numbers (e.g., dates of birth, age, phone numbers, etc.) that they believe will 
increase their chances, or they purchase their lottery tickets only from certain places or 
only on certain days. Other people see it as a predestined event that will happen, if at 
all, in spite of anything they might do. Regardless, few things can invoke the same 
high level of anticipation and excitement as the lottery, 

[0027] The present invention tries to recreate some of this anticipation and excitement 
by providing a video lottery game in a gaming terminal. The video lottery game may 
be implemented as either a basic game or a bonus game in the gaming terminal. To 
enhance a player's level of anticipation and excitement, the invention uses a real-life 
video of a lottery drawing to conduct the lottery game. Those having ordinary skill in 
the art, however, will appreciate that the real-life video is not limited to just lottery 
games, but may apply equally well to other types of games, including roulette, dice, 
and the like. 

[0028] FIG. 1 shows a perspective view of an exemplary gaming terminal 10 
according to embodiments of the invention. The gaming terminal 10 may be operated 
as a stand alone terminal, or it may be connected to a network of gaming terminals. 
Further, the gaming terminal 10 may be any type of gaming terminal and may have 
varying structures and methods of operation. For example, the gaming terminal 10 
may be a mechanical gaming terminal configured to play mechanical slots, or it may 
be an electromechanical or electrical gaming terminal configured to play a video 
casino game, such as blackjack, slots, keno, poker, etc. In the example shown, the 
gaming terminal 10 is a video slot machine. 

[0029] As shown, the gaming terminal 10 has a number of typical gaming terminal 
components, including input devices, such as a wager acceptors 16a and 16b, push- 
buttons 22, and a player-identification card reader 24. For outputs, the gaming 
terminal 10 includes a progressive game display 25 for displaying the value of a 
progressive game, and a main display 26 for displaying information about the basic 
wagering game. While these typical components found in the gaming terminal 10 are 
described below, it should be xmderstood that numerous other elements may exist and 
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may be used in any number of combinations to create various forms of a gaming 
terminal. 

[0030] The wager acceptors 16a and 16b may be provided in many forms, including a 
card wager acceptor 16a and a cash wager acceptor 1 6b. The cash wager acceptor 16b 
may include a coin slot acceptor or a note acceptor to input value to the gaming 
terminal 10. The card wager acceptor 16a may include a card-reading device for 
receiving a stored value card and reading a recorded monetary value associated with 
the C2ird. The card wager acceptor 16a may also receive a card that authorizes a 
transfer of money from a player's credit or banking accoxmt to the gaming terminal 10. 
[0031] The push buttons 22 lets players select various options with respect to the 
games played on the gaming terminal 10. These push buttons 22 may be mechanical 
push buttons or they may be soft buttons on a touch screen 21 located over the main 
display 26. 

[0032] The outcome of the basic wagering game is displayed on the main display 26. 
The main display 26 may be a conventional 3-slot mechanical reel, or it may take the 
form of a cathode ray tube (CRT), a liquid crystal display (LCD), a plasma display, or 
any other type of secondary display suitable for a displaying a 3-slot mechanical reel. 
As shown, the main display 26 displays the outcome of the basic game, which is 
indicated by a single payline across the three video reels of the gaming terminal 10. 
The present invention also applies to machines having multiple paylines on the main 
display 26 as well. 

[0033] In the present example, the basic game includes a progressive game, preferably 
linked with other gaming terminals, wherein the entire progressive jackpot may be 
won upon the occurrence of a certain outcome. In some embodiments, the player is 
only eligible for the progressive jackpot if he plays all of the paylines and/or wagers 
the maximum amount on each of the paylines played. In other embodiments, the 
player is automatically eligible to play for the progressive and is not required to make 
a minimum wager or to play a minimum number of lines. Alternatively, there may be 
a "side- wager" option that allows the player to be eligible for the progressive jackpots. 
The "side-wager" option is described in U.S. Patent Application No. 10/659,878, filed 
on September 11, 2003, entitled "Gaming Terminal With Multi-Level Progressive 
Jackpot," which is commonly owned and herein incorporated by reference in its 
entirety. 
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[0034] The player-identification card reader 24 is designed to read an identification 
card and extract information therefrom regarding the player's identity. The 
identification may then be used by casinos for rewarding certain players with 
complimentary services or special offers. For example, a player may be enrolled in 
the gaming establishment's players' club and may be awarded certain complimentary 
services as that player collects points in his or her player-tracking account. When the 
player inserts his or her card into the player-identification card reader 24, the casino's 
computers can register that player's wagering at the gaming terminal 1 0. 
[0035] The gaming terminal 10 further includes a secondary display 27 for showing 
real-life videos on the gaming terminal 10, as will be discussed in more detail below. 
The secondary display 27 may be used to conduct a bonus game, as mentioned above, 
that provides players with a secondary or "bonus" game where there is an increased 
likelihood of a positive outcome in the game. As shown in FIG. 4, the bonus games 
are triggered by a "Bonus" symbol appearing on the payline during the basic game. 
Note that the secondary display 27 may also show video clips for the basic game 
where it is appropriate to use video clips for the basic game. 

[0036] As shown in FIG. 2, the various components of the gaming terminal 10 are 
controlled by a central processing vinit (CPU) 30, such as a microprocessor or 
microcontroller. The CPU 30 executes one or more programs that randomly selects 
the outcomes for the gaming terminal 10 and controls the overall operation of the 
gaming terminal 10. The gaming terminal 10 also includes a storage unit 32 for 
storing the programs and real-life videos used by the CPU 30. The storage unit 32 
may include a volatile memory 33 (e.g., a random-access memory (RAM)) and a non- 
volatile memory 34 (e.g., hard drive, optical drive, an EEPROM). It should be 
appreciated that the CPU 30 may include one or more microprocessors. Similarly, the 
storage unit 32 may include multiple volatile memories and non-volatile memories. 
[0037] Communication between the peripheral components of the gaming terminal 10 
and the CPU 30 occur through input/output (I/O) circuits 35a. As such, the CPU 30 
also controls and receives inputs from the peripheral components of the gaming 
terminal 10. Further, the CPU 30 communicates wdth external systems via the I/O 
circuits 35b. Although the I/O circuits 35 may be shown as a single block, it should 
be appreciated that the I/O circuits 35 may include a number of different types of I/O 
circuits. 
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[0038] The gaming terminal 10 is frequently operated as part of a wagering game 
control network 40 that includes several gaming terminals. An example of such a 
wagering game control network 40 is described in U.S. Patent Application No. 
60/502,762, filed on September 12, 2003, and entitled "Restricted Access Progressive 
Game For A Gaming Terminal," which is commonly owned and incorporated herein 
by reference in its entirety. The gaming terminal 10 often has multiple ports, each 
port dedicated to providing data to a specific host computer system that performs a 
specific function (e.g., accounting, player-tracking, or a progressive game control 
system, etc). These ports may take the form of one or more custom interface boards 
mounted in the gaming terminal 10. The ports may also take the form of, for example, 
network interface cards designed to establish an Ethemet connection from the gaming 
terminal 10 to the wagering game control network 40. 

[0039] In some embodiments, the wagering game control network 40 may include a 
server 41 that controls one or more functions of the gaming terminal 10. The server 
41 may be any computer capable of executing programs for controlling slot machines 
and other types of gaming terminals. In such embodiments, the gaming terminal 10 
may be a simple input/output terminal with regard to the functions controlled by the 
server 41. For example, the random selection of outcomes for the basic game and the 
bonus game may be functions performed by the server 41 and subsequently provided 
to the gaming terminal 10. Similarly, any real-life videos (described later herein) used 
with the basic game and/or the bonus game may be stored on the server 41 and 
subsequently streamed as data packets to the gaming terminal 10 as needed. 
Functions that are not provided by the server 41, such as control of the local lights, 
sounds, and displays of the gaming terminal 10, are handled by the local CPU 30. 
[0040] FIG. 3 shows the main display 26 of the gaming terminal in more detail. As 
can be seen, the main display 26 includes a payline indicator 42, reels 44, 46, and 48, 
and an outcome indicator 50. The reels 44-48 may be either traditional mechanical 
reels or they may be computer-generated images of reels, with each reel composed of 
a plurality of symbols. The payline indicator 42 indicates the randomly selected 
outcome, which is the combination of symbols on the reels 44-48. Generally, the 
symbols that line up with the payline indicator 42 are the only ones that are counted 
and, thus, it is necessary for a symbol to be exactly centered on the payline indicator 
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42. Thereafter, the outcome indicator 50 indicates whether the outcome has resulted 
in a payout, a progressive jackpot, a bonus game, or whether it resulted in nothing. 
[0041] In the present example, the wagering game follows the theme of a Powerball® 
lottery game where a person picks five non-repeating lottery numbers, then specifies a 
sixth number, which is the power ball number. A drawing is then held where five 
balls are randomly selected from a container of number-bearing balls and a sixth ball 
is randomly selected from a separate container of number-bearing balls. If all the 
numbers on the balls match the person's numbers, including the power ball, then the 
person wins the jackpot. Lesser prizes are available where not all the numbers match. 
[0042] As used in the illustrated embodiment, there are no lottery numbers or 
drawings in the betsic game. Instead, the connection to the Powerball® lottery game 
lies in a wiiming payline that spells out the word "Powerball." When such an 
outcome occurs, the player wins the entire progressive jackpot as shown in 
progressive display 25. 

[0043] Should the player not hit the progressive jackpot in the basic game, he may 
nevertheless win the progressive jackpot if he is eligible to play a bonus game. 
Eligibility depends on whether the non-winning outcome of the basic game is one of 
several predetermined start-bonus game outcomes. FIG. 4 A shows an example of a 
start-bonus game outcome where a "Bonus" symbol is located on one of the paylines 
in the basic game, triggering the bonus game. As can be seen, one reel 48 has stopped 
on the "Bonus" symbol (indicated by the payline indicator 42), which means the 
player is eligible to play the bonus game. Other start-bonus game outcomes may 
include, for example, two or more of any symbol, certain wildcard symbols, and the 
like. 

[0044] The bonus game in this example is a Powerball® lottery game, although other 
types of games may certainly be used (e.g., roulette, dice, etc.). Upon occurrence of a 
start-bonus game outcome, the gaming terminal 10 initiates a Powerball® lottery 
drawing on the secondary display 27, as shown in FIG. 4B. First, the player receives a 
lottery ticket (shown generally at 52) with five lottery numbers and one power ball 
number. It is possible, of course, for the lottery ticket 52 to have fewer (or more) than 
five lottery numbers, or no power ball numbers, or some other suitable combination. 
The player's lottery numbers are then displayed on the secondary display 27 along 
with a pay table 54. The pay table 54 lists the various amounts (e.g., in game credits, 
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or actual dollars) that the player may win based on the nximber of matched lottery 
numbers. Thus, for example, three matched lottery numbers wins 50 game credits, 
three matched lottery numbers and the power ball number wins 100 game credits, and 
so on. If all the lottery numbers plus the power ball number match, then the player 
wins the grand prize, which is the progressive jackpot shown on the progressive 
display 25. In this way, players have a second chance of winning the progressive 
jackpot (the first chance being an outcome in the basic game as shown in FIG. 3) if 
they are able to match all five numbers plus the power ball nvimber. It should be 
understood, however, that the basic game can lack an outcome that automatically 
awards the progressive jackpot on the progressive jackpot display 25 such that the 
progressive jackpot is only achieved through the video lottery drawdng described in 
more detail below. 

[0045] The lottery numbers and power ball number on the player's ticket may be 
automatically selected at random by the gaming terminal 10 or they may be provided 
by the server 41. Or, the player himself many select the numbers using the push 
buttons 22, touch screen 21 (FIGS. 1 and 2), or other suitable input mechanisms. This 
allows the players to use certain so-called "lucky" numbers like birth dates, ages, 
home address, telephone numbers, and other personally meaningful numbers. In some 
embodiments, the lottery numbers selected by the player may be stored and used again 
for that player the next time he is identified at the g£iming terminal 10 firom his player 
identification card, which is read by the card reader 24 (FIGS. 1 and 2). The selected 
lottery numbers may also be stored on the server 41 and used for that player on any 
gaming terminal connected to the game control network 40. 

[0046] After displaying the player's lottery ticket 52 and the pay table 54, the gaming 
terminal 10 initiates a lottery drawing on the secondary display 27, as shown in 
FIG. 5. The numbers that are to form the outcome of the lottery drawing may be pre- 
selected at random by the gaming terminal 1 0, or they may be provided to the gaming 
terminal 10 by the server 41. In either case, once the lottery numbers are selected, the 
gaming terminal 10 begins playing a video of the lottery drawing on the secondary 
display 27. In accordance with embodiments of the invention, the gaming terminal 10 
uses a real-life video 56 of a reenactment of a real-life lottery dravsdng to conduct the 
lottery drawing. An example of a lottery drawing can be seen every Wednesday and 
Saturday night at 10:59 p.m. Eastem Time on broadcast television networks that 
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televise the Powerball® lottery drawings. Alternatively, the real-life video 56 can be 
recorded solely for the pxirpose of using it within a gaming terminal 10. 
[0047] The real-life video 56 may show tumblers or drums 58 and 60 having a 
plurality of number-bearing balls bouncing around therein. One drum 58 contains the 
number-bearing balls for the lottery numbers while the other drum 60 contains the 
number-bearing balls for the power ball. After a brief introduction (e.g., a drum roll, 
musical score, or the like), the real-life video 56 may show the five lottery balls being 
transferred one-by-one from the drum 58 into a chute 62 thereof. The drawing is 
concluded when the power ball is transferred to its chute 64. In some embodiments, a 
real-life host 66 may also be seen and/or heard on the video 56 announcing the 
numbers for each number-bearing ball. As each number-bearing ball 68 is announced, 
any matching number on the player's lottery ticket 52 is automatically highlighted 
(e.g., by circling), thereby adding to the anticipation and excitement level of the 
gaming experience. 

[0048] In some embodiments, the secondary display 27 may show a close-up view, 
indicated generally at 70, of one of the chutes 62 or 64 where the balls 68 can be seen 
rolling into the chutes with the numbers on the balls clearly discernable. The chute 62 
for the lottery balls is shown first, then the chute 64 for the power ball is shown after 
the five lottery balls have been selected. The close-up view 70 may show real-life 
balls 68, or it may show computer-generated images of the balls 68. Further, the 
close-up view 70 may be a part of the real-life video 56, or it may be a separate video 
clip that is superimposed on top of the real-life video 56. Such a technique is well- 
known to those having ordinary skill in the art and therefore will not be described 
here. It will suffice to say that having the close-up view 70 as a separate video clip 
allows the same real-life video 56 to be played in the background and only the 
superimposed close-up view 70 needs to be different for each outcome. 
[0049] To instill confidence in players that the drawing is truly random, the close-up 
view 70 should ideally be able to show all outcomes of the drawing. Where the close- 
up view 70 uses animation such as computer-generated balls, showing all outcomes 
may be accomplished by having the gaming terminal 10 generate the video images of 
the balls as needed. Where the close-up view 70 uses real-life balls, the task may be 
more difficult, though still within the ability of persons having ordinary skill in the art. 
For example, in the current Powerball® format of 50 non-repeating lottery balls and 
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42 non-repeating power balls, for the close-up view 70 to be able to show every 
possible outcome, a library of over 120 million different video clips would be needed. 
The number is many times higher if one considers every possible ordering (i.e., 01-07- 
30-50-08 versus 01-50-30-07-08) for each outcome. 

[0050] As an alternative, it is possible instead to store close-up views of only a certain 
predetermined number of outcomes so long as the number is sufficiently large to give 
the appearance of randomness. The benefit to players in such an approach, of course, 
is that the odds of winning are much higher than they would be in a truly random 
lottery drawing. This approach has the drawback, however, that some lottery tickets 
will never be fully realized. To compensate, the gaming terminal 10 may be 
programmed to avoid issuing imrealizable lottery tickets. 

[0051] Another altemative is to show the real-life balls only while they are rolling 
into or through a portion of the chutes 62 and 64. Then, computer-generated images 
may be used for the balls in the close-up view 70 as they are supposed to appear in 
their respective positions in the chutes 62 and 64. In this way, it would only be 
necessary to have a real-life video clip of each ball as it is rolling down the chute path 
(or portion thereof) and into the chutes 62 and 64. Since there are 50 lottery balls and 
42 power balls, the total number of real-life video clips that would be needed is 92. 
And as alluded to above, these 92 video clips may be separate from the real-life video 
56, or they may be a part of the real-life video 56 so that there are 92 different 
versions of the real-life video 56. 

[0052] The video clips that make up the real-life video 56 and the close-up view 70 
may be stored using any suitable compression technology or standard. Examples of 
compression standards that may be used to store the video clips include any one of the 
MPEG standards (e.g., MPEG-1, MPEG-2, MPEG-4, MPEG-7, MPEG-21), H.261, 
H.263, DV, and DivX, all of which are well-known video compression standards and 
will therefore not be described here. The library of video clips may be stored locally 
to the gaming terminal 10 via the storage unit 32 (see FIG. 2), or it may be stored 
remotely via the g£ime control network 40, either on the server 41 or on a separate 
network storage imit (not expressly shown). If stored via the game control network 
40, the real-life video 56 and the close-up view 70 may be streamed as data packets to 
the gaming terminal 10. Alternatively, where a single real-life video 56 is used, that 
video clip may be stored locally while the video clips that make up the close-up view 
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70 may be streamed as needed from the game control network 40 based on the 
outcome of the lottery drawing. 

[0053] FIG. 6 shows the secondary display 27 after a complete set of lottery balls, 
including the power ball, has been drawn. As can be seen, all the numbers for the 
drawn lottery balls are displayed, indicated generally at 72, along with the player's 
lottery ticket 52, with numbers that match being highlighted. In this embodiment, the 
numbers 72 and the lottery ticket 52 may be computer-generated images that are 
superimposed on the real-life video 56. Further, a visual announcement, such as 
"YOU'VE WON!" or the like, may also be shown on the secondary display 27 along 
with the amount of game credits/money won. If the player did not win, a visual 
announcement such as "SORRY! TRY AGAIN!" or the like may be displayed 
instead. Either type of visual announcements may be accompanied by a suitable 
soundtrack and/or voice announcement. 

[0054] Although embodiments of the invention have been described with respect to a 
lottery game, the principles and teachings of the invention may be equally applicable 
to other types of wagering games. In particular, the concept of storing and 
subsequently reusing player-selected lottery numbers may be applied in many non- 
lottery wagering games as well. Indeed, certain types of wagering games specifically 
require the player to manually pick one or more objects from a group or array of 
objects that, in tum, affect the award or prize won (if any) by the player. Examples of 
these types of games may be found in commonly assigned U.S. Patent No. 6,190,255, 
entitled "Bonus Game for Gaming Machines," which is incorporated herein by 
reference. 

[0055] In these games where the player selects one or more objects, the player may 
have a "lucky" set of picks that he prefers to use each time he plays rather than repeat 
the selection process. In accordance with embodiments of the invention, the player's 
preferred picks or selections may be stored in a database, either in the gaming terminal 
or on a network (e.g., the network server 41 of FIG. 2). The stored selections may 
then be subsequently retrieved from the gaming terminal or the network and 
automatically applied in the gaming terminal as needed. Retrieving the stored player- 
selected picks may be based on the player's player-identification card, as read by a 
player-identification card reader (see FIG. 1). In addition to a card reader, there are 
other suitable input devices for identifying a player, such as ones that use a PIN, or a 
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biometric input device. It is also possible to retrieve £ind automatically apply multiple 
sets of player-selected picks for one wagering game or for several wagering games. 
[0056] In some embodiments, the real-life video 56 and the close-up view 70 
described above may be implemented on a separate video unit connected to the CPU 
30 and the secondary display 27 (see FIG. 2) such that the secondary display 27 may 
playback images and/or video clips provided by either the CPU 30 or the video unit, 
or both, as instructed by the CPU 30. FIG. 7 illustrates an exemplary gaming terminal 
80 according to such an embodiment. As can be seen, the gaming terminal 80 is 
similar to the gaming terminal 10 of FIG. 2 in that it includes many of the same 
components and is also connectable to the wagering game control network 40. Unlike 
the earlier gaming terminal 10, however, the present gaming terminal 80 includes a 
separate, stand-alone video unit 82 that may be either mounted in or otherwise 
connected to the secondary display 27. 

[0057] In operation, the video unit 82 is controllable by the CPU 30 to provide 
full-screen, full-motion playback of the real-life video 56 and the close-up view 70 on 
the secondary display 27. Because the video unit 82 is a separate, stand-alone unit, it 
is capable of processing and providing the full-screen, full-motion playback with little 
or no assistance from the CPU 30 or the other components in the gaming terminal 80. 
For example, the video unit 82 does not require the CPU 30 or the other components 
in the gaming terminal 80 to compress/uncompress the real-life video 56 or the close- 
up view 70, or to process or otherwise render the real-life video 56 or the close-up 
view 70. Any such compression/decompression (if needed) or rendering may be 
handled entirely or almost entirely by the video unit 82. The video unit 82, however, 
does need the CPU 30 to identify which video clips need to be played and when to 
play them. 

[0058 1 In some embodiments, the video unit 82 may be implemented using a DVD 
player that is mounted in or otherwise connected to the gaming terminal 80. In that 
case, the video clips of the real-life video 56 and the close-up view 70 may be stored 
on a DVD. Different types of bonus games may then be played by simply swapping 
out the DVD. For more information regarding the use of a DVD player in a gaming 
terminal, see commonly owned U.S. Patent Application entitled by "Method and 
Apparatus for Presenting Media in a Gaming Device," by Alfred Thomas and James 
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Poole, bearing attorney docket number 1842.032US1, which is incorporated herein by 
reference in its entirety, 

[0059] In other embodiments, the video unit 82 may be implemented using a digital 
video recorder that is mounted in or otherwise connected to the gaming terminal 80. 
In that case, the video clips of real-life video 56 and the close-up view 70 may be 
stored on a magnetic storage unit such as the hard drive of the digital video recorder. 
Examples of such digital video recorders include the "Series2" digital video recorder 
available from TiVO, Inc. of Alviso, California. Other types of stand-alone video 
units may certainly be used without departing from the scope of the invention. 
[0060] While the present invention has been described with reference to one or more 
particular embodiments, those skilled in the art will recognize that many changes may 
be made thereto without departing from the spirit and scope of the present invention. 
Each of these embodiments and obvious variations thereof is contemplated as falling 
within the spirit and scope of the claimed invention, which is set forth in the following 
claims. 



16 



